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Author’s Note 


Plane Touched, is a set of random tables that allows 
for more customizations for characters and NPCs. 
This customization can be used at character creation, 
through the use of orp runes, or after a character is 
exposed to the vast energies of the multiverse. I 
created Plane Touched rules as a way of bringing my 
Planescape campaign experiences back to life and as 
a way to share them with fellow players and DMs. 


Sigil was originally introduced in 1994 as the 


centerpiece of the Planescape Campaign setting, 
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Chapter 1 


General Information 


inhabitants of most of the multiverse, because they 
see primers as either rich tourists or easy targets. 

These following tables will give you a random 
result or the “what,” but it's up to the DM or player to 
determine the “why.” For example, why does the 
duergar, Zygax, resistant to radiant energy but he 
takes extra damage from piercing attacks? 


Most of the plane touched results will stack with or 
cancel each other out easily. If the Player has rolled a 
dumpster fire (you’ll know by the pained look on 
their face) you may wish to show mercy and decide 


that the PC is a primer, cancel all his or her results 


and move on with playing the game. Some of these 
effects will not stack at all or will need creative 


Sigil and Plane Touched. Sigil is a strange and 
unique city that thrives at the center of the Outlands, 
which also happens to be the center of the multiverse. 
Sigil is also called the “City of Doors,” for portals to 
literally everywhere exist if you know where to look 
and know how to open the doors. Living in Sigil 
exposes humanoids and other denizens to each other 
and the strange magics and energies of the many 
planes and realities found in the multiverse. 

Residents of Sigil call anyone altered by their 
exposure to the multiverse, “plane touched.” Those 
who are new to sigil, acting like tourists, or who 
haven’t been overly exposed to the multiverse are 
called “primers.” One can also become plane touched 
by being exposed to demigods, powers that defy 
normalcy, use of a deck of many things, becoming 
immortal, or orp runes. 


Plane Touched Rules 
Players and NPCs that are planetouched have 3 (1d6) 
additional attributes or features associated with being 
plane touched. To determine the specifics roll a d30 
on the Plane Touched Table. Note that some results 
may direct you to roll subsequently on the Rare 
Results Table and when in doubt the DM decides 
how to combine any strange combinations. 

If a character or humanoid NPC has no plane 
touched effects, then they are referred to as a 
“primer” and treated in a derogatory manner by the 
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corrections and/or re-rolls. 


Resistance, Immunity, and Vulnerability. Some of 
your future roles may introduce complications with a 
creature being resistant and vulnerable to the same 
type of damage or resistant to something they already 
were resistant to. For example, Benny the bartender 
at the Agonizing Scream Comedy Club in Sigil, 
becomes plane touched and gains resistance to 
something he already had resistance to. This 
resistance should then become immunity. 

The reverse is even weirder. An immunity should 
turn into resistance if Benny rolled a vulnerability to 
an immunity he already had. Rolling on this table 
could possibly result in a fire elemental that has fire 
resistance instead of fire invulnerability. What 
happens with double vulnerability? See note above. 
Remember that these tables represent pure data that 
are designed to spark creativity and inspiration. It is 
up to the DM to interpret random table results and 
keep, alter, or ignore them. 


Acronyms and Specific Terms: 


ADAPTATION is very similar to the Dungeons and 
Dragons 5th Edition rules for object Threshold, 
which has seen much use with the introduction of 
vehicle combat. Think of adaptation as a creature 
threshold. Adaptation only applies once per source of 
damage. Bob the Ogrillon has Adaptation (5/radiant). 
This means that if he takes 8 points of radiant 
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damage, after saving throws have been resolved, then The opposite is also true. If you choose to make a 


Bob only takes 3 points of damage. table that uses only one die then no bell curve is 
created and all number results have an equal chance 
Negative ADAPTATION is the opposite of of occurring. This can also be observed if you roll a 
adaptation. If Bob the Ogrillon has Adaptation single die over and over you should see an even 
(-2/poison) then he takes two more points of poison distribution. 
damage than the damage rolls call for. Why am I bringing this up? I needed more than 20 
results and I needed each result to have an equal 
ALIGNMENT - Randomly determine which chance of happening. I therefore could not make the 
alignment. There are 10 possible alignments if you die roll results 1 through 34 with (3d12 - 2) without 
include, the unaligned alignment. Appendix B has a creating a bell curve. 


random alignment table. 


STAT - Randomly determine one of the six 
abilities. Appendix C has a random ability table. 


DAMAGE TYPE - Randomly determine which 
type of damage is selected. Appendix B has a random 
damage type table. 


WEAPON DAMAGE TYPE - Randomly 
determine a weapon damage type. Appendix B has a 
random weapon damage type table. 


CONDITION TYPE - Randomly determine a 
condition. Appendix A has a random condition table 
and a variant random condition table. 


MADNESS - The three main varieties of madness 
are explained in the Dungeon Master 5 Guide. 


Tangent on Dice Selection and Tables 


d30 vs. d100. I chose to use a d30 for these tables 
because coming up with 100 different results quickly 
became ridiculous, but I needed more than twenty 
results. If you do not have access to a d30 then the 


internet can literally roll one for you (search roll 
30-sided dice). 


Bell Curves. You will notice that most encounter 
tables involve the rolling of at least two dice. This is 
done on purpose so that you get a “bell curve” that 
allows for you to select rarity. This can be observed if 
you roll 2d10 repeatedly and then compare the results 
to following a d20. 
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Chapter 2 


Plane Touched Results Table 


d30 Result 

1 Roll twice on the Rare Plane Touched Table. 
2 Roll once on the Rare Plane Touched Table. 
3 Aesthetic change that does not affect your 


game statistics. The change is mostly appealing. 

4 Aesthetic change that does not affect your 
game statistics. The change is mostly unappealing. 

5 Keep your previous racial bonuses and 
penalties but your race changes to a playable race 
found in the Player s Handbook. You gain all the 
bonuses and penalties of this new race as well. 

6 Keep your previous racial bonuses and 
penalties but your race changes to a race found in 
Chapter 9 of the Dungeon Master ’s Guide. 

7 Lose all your racial bonuses and penalties 
and your race changes to a playable race found in the 
Player 5 Handbook. You gain the new racial bonuses 
associated with your new race. 

8 Lose all your racial bonuses and penalties 
and your race changes to a race found in Chapter 9 of 
the Dungeon Master 5 Guide. 

9 You are cursed. The DM will decide the 
specifics of the curse but it needs to be powerful 
enough to be noticeable but not a handicap. 

10 You are blessed. The DM will decide the 
specifics of the blessing but it needs to be only 
powerful enough to be noticeable. 

11 ADAPTATION (d4) to DAMAGE TYPE. 
12 Negative ADAPTATION (d4) to DAMAGE 
TEE: 

13 ADAPTATION (d4) to WEAPON 
DAMAGE TYPE. 

14 Negative ADAPTATION (d4) to WEAPON 
DAMAGE TYPE. 

13 One STAT saving throw gains a permanent 
+1 bonus. 

14 One STAT saving throw gains a permanent 
-1 penalty. 
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15 You gain a permanent +1 saving throw 
bonus against CONDITION TYPE. 


16 You gain a permanent -1 saving throw 
penalty against CONDITION TYPE. 
17 You gain a minor but permanent 


MADNESS. This is a role-playing madness that does 
not affect gameplay or your statistics. 

18 You have a permanent MADNESS. The DM 
chooses or creates one that makes sense. 

19 Roll two more times on this table. 

20 Reroll one previous Plane Touched Result of 
your choice. If you have no previous results then roll 
again. This can affect Rare results as well. 

21 You gain a permanent +1 bonus on saving 
throws caused by the actions of ALIGNMENT 
aligned creature or object. 

22 You gain a permanent - 1 bonus on saving 
throws caused by the actions of ALIGNMENT 
aligned creature or object. 

23 You can choose to stop rolling on this table 
and/or remove all previous plane touched results. 

24 Roll once on the Orp Rune Effects Table 
without gaining orp rune sickness. 


Orp Runes is a free product on www.dmsguild.com. 


25 Roll twice on the Orp Rune Effects Table 
without gaining Orp Rune Sickness. 

26 Begin your adventure with 1d4 Orp Runes. 
Pi One STAT now has a maximum of 22 (The 
Player 5 Handbook explains maximum statistics in 
Chapter 7). 

28 One STAT now has a maximum of 18 (The 
Player 5 Handbook explains maximum statistics in 


Chapter 7). 
29 Player choses a result from this table. 
30 DM choses a result from this table. 


Is there a greater curse than being born in the planes? 
Ozark of the Shining Sun’s last words. 


Is there an easier mark than a stumbling Primer? 
Yidrasin, Blade of the Intoxicated| 
Legion’s favorite catch phrase. 
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Chapter 3 


Rare Plane Touched Results Table 


d20 Result 

1 You are immune to all negative effects 
associated with a randomly determined plane of 
existence, but only while you are on that plane. 
Appendix D has a random plane of existence table. 


DM’s Note. The source of the damage is the key to 
using this result correctly. A fire elemental on the 
plane of elemental fire will still cause damage to a 
creature under this effect, but the creature will not 


take continual fire damage from the environment of 
the Plane of Fire. 


2 You are exceptionally vulnerable to the 
negative effects associated with a randomly 
determined plane of existence, but only while on that 
plane. The DM and/or player can get creative with 
the “why,” but the creature will die and be 
unrecoverable in 2d3 minutes if in this plane. 
Appendix D has a random plane of existence table. 


3 Your natural attacks are +1 magical 
weapons. 
4 You have resistance to all spells and magical 


effects but suffer from a serious magical allergy 
determined by the DM. This could be as simple as 
you are forced to attempt a saving throw against all 
magic, even beneficial spells. 

5 You have resistance to DAMAGE TYPE. 
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6 You have vulnerability to DAMAGE TYPE. 
7 You have advantage on saving throws 
against CONDITION TYPE. 

8 You have disadvantage on saving throws 
against CONDITION TYPE. 

9 You have resistance to WEAPON 
DAMAGE TYPE, 

10 You have vulnerability to WEAPON 
DAMAGE TYPE, 

11 STAT of your choice is increased by 2. This 
is not to exceed 20 in most situations. 

12 STAT of your choice is decreased by 2. This 
is not to result in an ability score lower than 5. 

13 A random STAT is increased by 4. This is 
not to exceed 22 in most situations. A random 
different STAT is decreased by 2. This is not to result 
in a stat lower than 5. 

14 A random STAT is increased by 2. This is 
not to exceed 20. A random different STAT is 
decreased by 4. This is not to result in a stat lower 
than 3. 

15 You gain the ability to cast a random spell of 


level (1d3 — 1; a result of 0 is a cantrip) once a day as 
an action. This spell has no component requirements. 
You use the character’s highest STAT to determine 
Spell DC (8 + proficiency + modifier) and to hit 
bonus (proficiency + modifier). 


As an example, Bloody Mary, a level 5 dwarven 
fighter can cast Ray of Enfeeblement, once per day. 
She uses her Constitution modifier of +5 to determine 
the Spell DC (8 + 3 +5) 16 and (3 + 5) +8 to hit with 
spell. 

16 Gain the ability to cast a random spell of 
level (d3 — 1; a result of 0 is a cantrip) once a day as 
an action. This spell has no component requirements. 
You use the character’s highest STAT to determine 
Spell DC (8 + proficiency + modifier) and to hit 
bonus (proficiency + modifier). 

As an example, Sad Mary, a level 5 dwarven fighter 
can cast Ray of Enfeeblement, once per day. She uses 
her Charisma modifier of -1 to determine the Spell 
DC (8 + 3-1) 10 and (3 — 1) +2 to hit with spell. 

17 Roll three times on the Orp Rune Effect 
table without gaining orp rune sickness. Player 
chooses one result and discards others. 
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18 Roll three times on the Orp Rune Effect 20 You gain a permanent -1 penalty to a 


table without gaining orp rune sickness. DM chooses randomly determined skill. Appendix C has a 
one result and discards others. random skill table. 

19 You gain a permanent +1 bonus to a 

randomly determined skill. Appendix C has a random 

skill table. 
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Appendix A: 
Randomized Conditions 


Randomized Condition Alternate Randomized Condition 
Result d100 Result 
Charmed 07-11 Charmed 


17-20 Diseased 


26-30 Frightened 


39-45 Horror 


49-55 Intoxicated 


57-59 Madness 


46-50 Petrified 64-67 Petrified 

51-60 Poisoned == 68-76 Poisoned 

61-69 Prone 77-79 Prone 

70-79 Restrained = 80-84 Restrained 
Stunned 85-91 Stunned 
Choose one of the above. 94-100 Choose one of the above. 

x Invisibile is on the variant randomized table if you can find a use for it. 

xk 


Unconscious is an interesting condition. In Laws of Chaos campaigns, a resistance or immunity to 
unconsciousness grants the creature the ability to keep fighting at 0 hit points. The creature chooses to become 
unconscious or to take an action each round, but in doing so the creature automatically fails a death saving throw. 


Bold conditions are conditions that you will not find in the Player 5 Handbook. Horror refers to special modes of 
game play and is synonymous with terror. Madness is briefly explained in the Dungeon Master s Guide. Diseased, as 
a condition, has the same game effects and statistics as poisoned. Diseased is included in the variant table and is not 
canon. Intoxicated is a condition that can be found in Alcohol and Drugs at www.dmsguild.com. 
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Appendix B:\ 
Randomized Damage Sources and Alignments 


Randomized Damage Source Randomized Weapon Damage Source 
d10 Result d6 Result 


Necrotic 


8 Psychic 


10 Thunder 


Randomized Alignment 
d10 Result 


Neutral Good 


4 Lawful Neutral 


6 Chaotic Neutral 


Neutral Evil 


*Unaligned 


os Unaligned is the alignment of natural animals, reptiles, insects, etc. The DM may choose to reroll this result 


if they do not allow unaligned characters. 
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Appendix C: 
Randomized Skills and Abilities 


Randomized Skill Randomized Ability 
d20 Result dó Result 


Animal Handling Dexterity 


4 Athletics 4 Intelligence 


6 History Charisma 


8 Intimidation 


10 Medicine 


12 Perception 


14 Persuasion 


16 Sleight of Hand 


18 Survival 


20 Something esoteric or the ability to use a tool or instrument that requires training. A good example of 
something esoteric might be knowledge of the planes of existence, or knowledge of an instrument or a skilled craft 


like baking or silverworking. 
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Appendix D: 


Randomized Plane 
d30 Result 


Pocket dimensions, demi-planes, etc. 


*Paraelemental (elemental plane ecotones) or **Quasi-elemental (energy and elemental ecotones) 


Positive Energy 


10 Air Elemental 


Fire Elemental 


14 Mount Celestia 


16 Elysium 


Arborea 


The Nine Hells 


Arcadia 


30 The Far Realm 


* Examples are mud and smoke. 
** Examples are mineral and lightning. 
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